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What will t be lke when modem 


Eieemauts — turbine-propelied. misale 


pared, laser-guided — clash on the 
battiotieia? 


guns. 
Using @ moditied version of our 


MECH BRIGADE incorporates rules 
governing Command Control that de 
termine how fast 





Points are also included. Calculation 
Of line-of-sight Is simplicity soit: Presy 
the “V" (or view”) key, and all the 
‘squares a given unit can 
stantly highlighted. 


Four scenarios are provided, each in 
4 dilferent area of West Germany. You 
an create your own with the Random 
Setup. During solitaire, the computer 
can direct either side 
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(1-8) Move cursor 


(A)* Advance 


used when the comp 
units mode 
will move ¢ 
other 
move in such 





a way as 


their curr 
the HQ 
(B) Bombard. 


tion 5.6) 


(C) Center. The map ts centered 


around the cursor. 


This command 


to the cursor location, 
s in the formation will 


ent position relative to 


The cursor location 1s 
the target square; the current unit (L) 
is the spotter; the computer will 
list the artillery units eligible 

to bombard the target (see sec- 


is only be gi se, Wi 
m range". 
puter is in all- of the set Se hak range being 
The formation HQ e maximum firit 5 
The formatio’ tee waa to the distance to th 
ah tion 5.8) 


new target (see sec 
all orders. 
rent unit to cancel all m 
and bombardment orders. 


Look for unit. Moves the cursor 


to the current unit’s location. 


(M)* Move unit. Orders the unit to r 
move to the cursor location (se 
section 5.5). “ ; 

(N) Next unit. The next higher num 
bered unit will become the cur- 


to retain 


(K)* Cancel ovement 


Allows the cur 






fil 
road 


{RACK WHEEL FOOT 


rent unit 

Check movement objectives. 
Moves the cursor to the move- 
ment objective location(s) of the 
current unit; also lists the 
command control delay (see 


(D) Disembark. If the current unit Is 
a vehicle then it will unload all (O) 
of its passengers; if the current 
unit is a passenger then only that 
unit will unload; unloaded pas- 
sengers will have a suppression 


z (0) 


level of 80 


(E) Embark. Order must be given to 
a vehicle unit — the computer 
will request the ID of the unit to 
be embarked (see section 5.4) 


(F)* Change unit facing 


(H) Find unit’s HQ. Cursor moves to 
unit’s HQ location; computer 
determines if a “command control” 
link exists between the current 


unit and the HQ; the HQ be- 


comes the new current unit 


the current unit to designate a 
priority target and/or request a 
bombardment (with the current 
unit as the spotter) Assigning 


(1-8) 


Move Cursor. 
End game 


Ole Selar 
(A-U) Select unit Press formation letter 


followed by unit index number 
computer will shift to UNIT 

ORDERS MENU; the Selected 

unit will be the “current unit” 

' : 
(V) View. The computer will inverse 
all squares that can be see 

the cursor location 

Move 

area, 


(X) Exit Orders Phase 


(Y) Clear units 
Screen to yj 


n from 


(W) eine 
cursor to center of objective 


and smoke from 
ew terrain. 
(Z) Examine friendly 


‘ Or Visible 
units at cursor [o ey 


cation. 





(I) Inspect. Allows the player to in- 
spect all enemy units that can be 
seen by the current unit; allows 


section 5.5). 
(P) List passengers. Lists all units — 
embarked aboard the current unit. 
Quit the unit orders menu. Return 
to the map display menu. 
(R)* Set maximum firing range at 
which the current unit will select 
targets (see section 5.7). 
(S)* Set movement speed for the 
current unit. 

(T) Inspect the target that the current 
unit has selected. 

(V) View. The computer will inverse 
all squares that the current unit 
can see with its current facing. 

(X) Exit the unit orders menu. Return 
to the map display menu. 

(Z) Shift to all-units mode. 


(Q) 


This order may be iven to all of the units of a particular formation. 


pa] division 
FI brigade 
sy regiment 
ey battalion 


A compan Y/squadron/ troop/; battery 


F Platoon 





iol town 10 Saal 2) 

ra road-slope 10 5 12 

Fal entrenchment 20 27; 17 
fa woods 20 poe 17 
i | slope 20 27 17 
30 40 20 

7 3 10 
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If you have any questions or problems 
regarding the program or game, please send 
a self-addressed, stamped envelope with 
your question to: STRATEGIC SIMULA- 
TIONS, INC., 883 Stierlin Road, Bldg. A-200, 
Mountain View, CA 94043-1983, : 

Or you can call our Hotline N ; 
(415) 964-1200 every weekday, 9 to5 ean 
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educed when firing through 
d/or smoke. The accuracy 
1s ACCURACY % 2/ (2 3 

NTS). Blocking points for 


(7) Accuracy is r 
cover terrain an 
adjustment equa 






7.2 Selecting Targets j 
After searching, 4 unit will automatically 
attempt to select a target. A target must bea 
sighted enemy unit that is within target 
selection range (see 5.7). If there is more 
than one available target, then the nearest 


unit will be targeted. If the searching unit 
g weapon (MP 










BLOCKING Pol 

cover terrain are TOWN =4, WOODS = 2. 
Blocking points 
level in the square 


the attacker's or target's 5 
Smoke i 





7.0 COMBAT PHASE 
The combat phase of each turn represents 2 
minutes of real time. The combat phase 15 


divided into four 30-second pulses. During 
y search, select targets, 


each pulse units ma 
and/or move. Before 


for smoke equals the smoke 
(0-3). Cover terrain in 
quare will not add 
n the attacker's or 
























6.0 WEAPONS 


E are listed below. 



































































































The weapons used in MECH BRIGAD 
J NON-VEHICLES 
HELICOPTERS —— ——— ~2 «z~C« 
———————t—t—~S™ PON | MR MP SS_AC SP_DF_CC 5 Ce fire their weapons 
wee aes = layers ierci 
EIN _AC_SP_MG FA BA 5S oe ana each pulse the computer selects on€ P 2)’ has a heavy armor-piercin : ; 
bee conn sce 63 LAW 0 12 d 1 ——E eae 4q units to move and fire first, with eth rating greater than 30), then it will select the blocking points. Peer” pares 
1 APACHE 14 16. 2.50. 80110" 3.3. 3 HE US-N 64 “ty = p - es 1 N Tee 4 having a 50% chance of being firs nearest TANK, if one is in range- target's square does a oc are 2 
auras OS ‘ ai oS * ie pulse. Units armed with ATGMs will fire (8) Accuracy is divided by 10 against heli- 
— 20 cena imEEK | RITE (soviet 2 im sAISD rapaao eat Ta } 7.1 Searching Higse wldpons only, at.veluclepiererisy COpters unless the firing unit is a SAM or 
= ae : ed artillery 7 f° ; b At the start of each pulse, eligible units will ATGMattacks will be resolved ag tolaeta Flak unit. 
68 130 GUN 12° 0 Bio-0: z ie = i ithin thei TER they are fired. When a unit fires an 
a 73 tt t to spot enem units within their AF ey ar h : F 
VEHICLES ou Tae ia aNSS q Preia’ of vision The field of vision is ATGM, the unit will automatically set its ATGM ACCURACY: acts 
ON MK MP 55 AC SP_MG FA BA SL GMUSE wee 50 RAPIER 300 5 80 0 2 10 4 N BRA determined by the unit's facing and its target selection range to the weapons’ maxi- (1) Equals weapon accuracy rating hy 
ake o . 3 oz * 51 STINGER 9. 0° 83. 305018 12) edesN. US/WGA movement status. Moving units have a 90 mum range. Ifthe ATGM launch was sighted firing at a range GREATER than the weapon's 
5_M60A3 AP RARDIN MALL Fab en USD 52, BLWPIPE a aie ee al ae aN degree field of vision in the direction they by the defending unit then that unit will MINIMUM range then the weapon accuracy 
6 ABRAMS 18 48'S 50 28 2°36 12 4 N USN 53_SA7 Ce TE eS Se | : are facing. Non-moving units have a 180 automatically target the firing ATGM unit rating will be 99. If firing at a range EQUAL 
8 ae 4 a 2 on id Z 20 degree field of vision in the direction they (but it will only return fire if the attacking to the weapon’s MINIMUM range then use 
9 CHIEFTN 20 mn Sah F 7 7 ; : ad a are facing. Flak and SAM units will always unit is within the defending unit's target the accuracy rating listed in 6.0. 
i) CHAUNGR™ 20 48 5 50 20 2 sf SUL BRN T# WEAPON — MR MP AC SP DF CC SL GM USI "] have a 360 degree field of vision. selection range). The defending unit will not (2) If the ATGM’s suppression is greater 
™ a z = : a 152 15 7 3 N SU-O ATGMs ae Ame iad | saa yar ifitalso has an ATGM. than 25 then accuracy will be QUARTERED. 
2 T62 20 15 7 16 6 3 N SUA 54 DRAGON 1 8 30 80 5 8 2 1 DR USA AM units may only select helicopters : 
| 13. 7-72 16 45 5 50 20 2 20 7 3 N SU-A 55 TOW3 1 19 50 70 4 7 3 1 TO US/BRA as targets. Flak Satis they select Cor (3) ‘Acme ane a: 4ceand 7 
| iy 180 ig 45 8 50202 36 12-9 N SUN 56 HELLFRE 3 20 60 99 3 6 5 1 HE US-N helicopt t ts if th heli CANNON weapons also apply to ATGMs. 
-prople GENES: SUMAN 9 a Ss RE ATC elicopter targets ere are no helicopter 
| 18 M150 301 SO 0 6 2 3 TOUSO 58 HOT 1 20 45 60 3 6 5 1 HO WG-A argc praleble: KILLS: 
| os on 5 0 1 50 20 0 8 4 3 TOUSN 59 SWGFIRE 200 B00 Units will attempt to select another tar- ; 
4 pEIAGU i ; ¥ - a ; as HO WG-A 60 SAGGER 2 15 25 30 5 8 2 1 SA SU-O get if their current target is an infantry unit (1). Armoredyvehicles: are rated for both 
pein Sn ae rere Tae TE 73 sigs : a 40 60 3 6 5 1 SP. SUN ES with a suppression level of 200 at a range ie eb SOs Front ape td 
: 20. BRDM-3 SOME MsaDs a. 1a SP SUN 0 45 80 3 6 5 1 SI_SU-A ‘ greater than zero (in some cases, this can protects the font egrees of the vehicle 
aasiiiigmoand vehicles os lead units to temporarily cease fire). A unit (see diagram). Back armor protects the 
/ 7 CZ LR= minimum range will automatically change targets in order to remaining 270 degrees of the vehicle. When 
| Ba RPARTAN SARIS IPRS . < we MR= ees range; *- indicates max range of 99 when ue anenemy pr that enters its square. 
| 24 SCiMITR Lay Bs ek ring indirect nce a target has been selected, it will 4 
: oi 3.N BRA Units here fire at front armor 
z SCORPON ST ACee) Scisea NORA MP = maximum penetration never be lost as a target due to a change in 
| eoaice 5 ore nN SA SS = shell size the facing of the firing unit. 
i 27 MI13 §.0 150 20 1. 4 2 3 N USWG-O AC = accuracy, ATGMs will have 99 accuracy when firi q 
2 2 (WG: £ en firin; j . ri 
3 casi MY ; 2 Mi 4 1 10 6 3 TO USN at greater than minimum range y 8 ; y 7.3 Direct Fire vs. Vehicles 
30 FV-432 ae 5 - " ; 7 3 4 N WGN SP= speed and Helicopters 
| = ‘ 2 3 N BRO =, 3 i i 7 
| = amar _ ~ 250 20 1.10 4 3 N BRN MG = secondary machine guns Recs fire may kill or suppress vehicles or 
| a sign . a as 1 4 2 2 SASU.O FA = frontal armor : sueRers The effectiveness of direct fire 
gelfeprop elle —_ 15.3 2" SP SU-N BA= si is determined by (1 
If-propelled mortars m3 i side/rear arm y (1) weapon accuracy, (2 
" a z S20 a4 2 OND-UEA DF = defense aries, BS mumbeY OCW ERO IE in the cee 
= , ; , , F ‘ ; 
OST ad A CC = transport cost iS abet size, and (4) armor vs. penetration. Units Gere: ee an pos eos ; 
37 MI13-M 2 0 5 9 ' 7 arercerns SL = silhouette S may not fire at helicopters. 1 
PAN ORNURTT OEE ESA GM= type of x firing at iti i: 
self-propelled artillery 21 3 N SULA type of ATGM system f CANNON AND SAM ACCURACY: pe eget the of zero, it is assumed that A 
=  USE=usi ‘ g the fire is di > 
39° M107 - using co 2 Ae z irected at the 
TE RA? SA e casa ae Wwe A ria ieee if used in NEW, j ___ The enemy unit will be spotted if (1) it Onc are heh accuracy will be (90+ _ target. back armor of the 
MUTT 6 0a [cERNUOANA S| Rigen. Ue UM eSell gE vision AT TARGET) ) SQUARE TURNS FIRED (2) Weapons are rated for maximum pen 
WMS. it ALT SROWISAD Eat Gon mee 6.1 Special Infant ae ere is an unobstructed line-of-sight : ED/ADG, etration (MP). MP rati Ft: i 
77 AEST S= STO WT Be wer ere All infantry PLATOO oe and (3) the enemy unit is within sighting Geen maximum range accuracy will be tangeand shell si (6S) ae RISE 
— Meth is Goa 1 © N su. ONS in th range. 1+ (WEAPON AC ize (SS) into an ADJUSTED 
self-propelled flak 5_N SU-A the followin 4 € game are armed with CURACY X TURNS PENETRATIO 
8 Special Inf one of The SIGHT FIRED ATTAR N FACTOR (APF). The f 
45 SGYORK 15 4 2 40 PZF-44, RPG- Infantry Weapons (SIWs): SIGHTING RANGE equal GET) )SQUARED/100.Wea- — mul 2 : The ter 
46 GEPARD aReN eS oisa 150 8 4 5 N USA RANGE P G 7. SIWs will only be used wh (s . s): LAW, a Enemy, unit’s SL rating plus coat e pon accuracy ratings are listed i F eS a for APF is: ((SS X SS) / 4) +MP— 
WIRED 2 e009 ik NWA RANGE against ARMORED VEHICLES hen fing at ZERO ; crits in cE Eee PA i dinsection6.0, (MES (eee 
ll OM 0 1 instead of th ; . SIWs will be fi ; aN errain then the sighti ccuracy is DIVIDE i : , t 
Fellopropelied SAM systema 13 N SU-A e platoon’ will be fired 4 r : sightin: f y D BY 3 if thet 3 
49 ROLAND igen 5 80 21 0O aoe the number of weap ue weapons. When using eee oe ee 3. If the enemy unit is ie unit occupies a TOWN, WOODS ouine a me ed = SN ahigaigeeiis ace 
502 04 N US/WG-A EN in the platoon DIVIDED Boe equal to NUMBER OF : by 2. If the eee range is divided Mateo Us terrain square and has its then Aah ee is less than 1.25 X ARMOR y 
E \ pone unit is moving then thi urrent speed set to 0. A ‘ URACY is HALV 
sighting range is tri See . Accuracy is not DI- APF i ALVED.if Ge 
pled. All sighting ran VIDED BY 3 when firi . F is less than ARMOR 
ge ring at helicopters flyin: RACY i then the ACCU- 
over cover terrain. yInB CY is HALVED again 
(5) The number of KILLS equals APF X 





48 SAS 35.0 












When SIWs are fi 
fired “eis 
suffer 50 suppression, the target unit will automatically 





adjustgats are cumulative. The sightin 
nge may never exceed Visibility Leva 
(set st the start of the game) : 
nits that previousl 
' ] y selected a ta 
eee Search if they are still eligible tote 
A tget. Units may be unable to search 
ue to suppression. € 


(4) If the target unit is moving, then accu- 


racy will be divided by 2 + (speed/10) 


(5) Ifthe firing unit is movi 
) fir ng, then 
will be divided by 2 + (speed/ in) ae 


(6) Accuracy is multiplied times the TAR- 


GET SILHOUETTE / 4. 


ACCURACY X NUMB 
ER OF WEAPON 
FIRING / (ARMOR 1000), 


c 
y ena p Let’s assume that 5 M60A3 
ee 10 T-72 tanks are in clear terrain 
: nging fire at a range of 6, with each 
arget’s front armor facing the enemy and a 


6 






































vehicle, the BMP-1 and BMP-2 APCs, 
and an equally fong list of missiles, 
mortars, and guns. 

Using a moditied version of our 
popular “KAMPFGRUPPE™" game sy$- 
tem, hit probabilities of every weapon 
are instantly calculated by the computer. 
Combat is resolved down to every in- 
dividual tank, gun and infantryman. 
We've added the ability to tire smoke to 
obscure the enemy's vision. 


MECH BRIGADE incorporates rules 
goveming Command Control that de- 
termine how fast a unit will respond to 
your movement orders. Kill/suppression 
points are also included. Calculation 
of line-of-sight is simplicity itselt: Press 
the “V" (tor “view") key, and all the 
squares a given unit can see are in- 
stantly highlighted. 


Four scenarios are provided, each in 
4 different area of West Germany. You 
can create your own with the Random 
Setup. During solitaire, the computer 
can direct either side. 
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WEAPON MK MP SS AC SP _MG FA BA SL GM USE 
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+ WEAPON MK MP SS AC SP_MG FA BA SL GM USE 
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LS 


© WEAPON MR MP SS AC SP-MG F 
s<ll-propelled ATGM systems. 


is FVOS 1 0 150% 


Lnrr] 
a 
ca 


recon/command vehicles. 


28 BRADLEY 
MARDER 
30 PV-432 


1 MCVAO 


* WEAPON MR MP SS AC SP MG FA BA SL GM USE 





* WEATON MR MP SS AC SP-MG FA BA SL CM USE 











IGAL MECH BRIGAD= 





* WEAPON MR MP SS AC SF MG FA A SL GM USE 
M-propelled ATGM systems. 





VEHICLES (cont) 





nan bar 85 AC SP MG FA BA SL OM USE 


aa 


AR 


a, 
rae 
a 


self-propelted SAM rysters 


NON-VEHICLES 





si GM USE 
WEAFON MR MPSS. AC SP DF CC SL a 





infantry weapor 


pe kx er ow AG OF COS MUSE 


Ln MMP AC SP DF CC SL GM USE 


LR = minimum range 
MR = maximum range 
MP = maximum penetration 

‘95 = shell size 
AC = accuracy; ATGMs will hay 

‘minimum range 

sp = speed 
MG = secondary machine BUun® 
FA= frontal armor 
BA = side/rear armor 
DF = defense rating, 

CC = transport cost 

‘SL = sithouette 

= type of ATGM system 
Ce nies: NOL Inde 


«- adicates max range of 99 when fring Indirect 


1 99 accuracy when firing at Brestert than 


used in NEW, OLD or ALL formation? 


c s reserved 
© 1985 by Strategic Simulations, Inc All right 


VEHICLES (cont.) 





WEAPON MR MP SS AC SP MG FA BA SL GM USE 


MR MP SS AC SP DF CC SL GM USE 











WG/IR-A 








NON-VEHICLES 


LR MR MP AC SP DF CC SL GM USE 








MK MP SS AC SP DF CC SL GM USE 


N US/WG/BR-A 


LR= minimum range 


MR = maximum range; * indi x 
fen eatit jicates max range of 99 when firing indirect 
SS= shell size 

AC= accuracy; A’ 

ume, ATGMs will have 99 accuracy when fring ot greater than 

SP = speed 

MG = secondary machine guns 

FA™ frontal armor 

BA = side/rear armor 

DF = defense rating 

CC = transport cost 

SL = sithouette 
GM = type of ATGM system 


USE = using countries; N.O,A indicates if used in NEW, OLD or ALL formations 
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WEAPON MR MP SS AC SP DF CC SL GMUSE 


SAM systems 





) RAPIER 


LR MR MP AC SP DF CC SL GM USE 





DRAGON 
TO US/MR-A 
$6 ELLIE 


Ss? MILAN 


59 SWGFIRE 2 0 3 1 SW BRA 


LR = minimum range 
MR = maximum range; *- indicates max range of 99 when firing indirect 
MP = maximum penetration 
SS= shell size 
AC = accuracy, ATGMs will have 99 accuracy when firing at greater than 
minimum range 
BRA SP = speed 
MG = secondary machine guns 
FA= frontal armor 
BA = side/rear armor 
DF = defense rating 
CC= transport cost 
SL= silhouette 
GM = type of ATGM system 
USE = using countries; N,O.A indicates if used in NEW, OLD or ALL formations 
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Um range 
maximus “y 
MP = maxim = 


=y 


Pe of ATCM system 


using count 
es NOA indicates fused in NEw, 
oD 


ALL formations 





